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Introduction 


The Keystrokes series provides a wide range of classroom-tested calculator 
activities for students in grades 2 through 8. The books in the series are: 


Keystrokes—Counting and Place Value (grades 2-3) 
Keystrokes—Addition and Subtraction (grades 3-6) 
Keystrokes—Multiplication and Division (grades 4-6) 
Keystrokes—Exploring New Topics (grades 5-8) 


Keystrokes—Counting and Place Value is appropriate for grades 2 and 3, and 
includes activities on number names, number sequence, place value, counting on, 
counting back, patterns, problem solving, and skip counting. All of the activities 
have been developed for and used with a variety of textbook series and can be 
easily integrated into any current mathematics program. 


How To Use This Book 


Keystrokes—Counting and Place Value is divided into six sections, each one 
focusing on a different skill or group of skills. Activities that require similar abilities 
and similar uses of the calculator have been grouped together. Each section is 
preceded by an overview, which explains the purpose of the activities and the 
formats that will be used. These overviews will be especially helpful to you in 
deciding which activities are most appropriate for a particular class or student. 


At the top of each page, you will see a listing of skills, ordered by emphasis, with 
the first skill giving the main focus of that activity. Many of the pages include, as 
well, teaching suggestions for implementing the activities. Several of the pages in 
this book require teacher direction or additional guidance. These pages can be 
identified by the special “teacher creature,” which will alert you that some extra 
preparation may be involved. 
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Teacher creature 


These Keystrokes activities should be used with a four-function calculator with 
eight-digit display. The calculators that you and your class are using should also 
have a constant addend feature that enables you to “count,” or display consecutive 
numbers, in the following manner: 


Press® MOOG C.... 
Your calculator should display 1, 2,3,4,5,.... 


It is important that you check your calculator for this particular function, for the 
activities that require this capability include pages 9 through 15, 24 through 38, 
and 48 through 57. 


If your calculator does not have this capability, you should check each activity 
carefully before using it. 


Getting Started 


If your students have never used calculators before, they may need several 
minutes to become familiar with them. Students are typically very excited about 
using calculators for the first time. Experience has shown that letting them 
experiment with the calculator for a few minutes helps reduce this excitement to a 
manageable level. At the end of this time, most students will be eager for guidance. 





After students have had a chance to explore on their own, you may wish fo provide 
a brief description of the keys and how they are used. In particular, students should 
understand that (c) must be pressed after each exercise. 





Helpful Hints 


A one to one correspondence between students and calculators is ideal. Many 
calculator activities, however, can be effectively used by two students sharing one 
calculator. 


Boxes that are similar to those in which vinegar and cooking oil are shipped provide 
excellent storage for calculators. These boxes can often be obtained from grocery 
stores or supermarkets. 


Remind students to turn off the calculators that are not being used. Assign to one 
of your students the responsibility of checking the storage box after each lesson to 
see that all of the calculators are turned off. 


If the calculators are to remain in your classroom all year, you will find it helpful to 


have the students tape their names on the calculators. This will help promote a 
sense of responsibility. 
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Building Numbers 





How big is big? Size is relative, and students need personal experiences with large 
numbers before they can develop a sense of “size.” Counting with the calculator 

is a physical activity through which students relate the size of a number to the 
amount of time needed to count fo it. 


Page 2 shows students how to count on their calculators. They learn to count by 
ones, fives, and nines. The physical link between pressing the keys and watching 
the display is emphasized—in this way, students begin to sense how “big” 

numbers are. Counting to 1000 on the calculator takes over 3 minutes, considerably 
more time than it takes to count to 100. Students also learn that it takes less time 
when counting by fives, and even less time when counting by nines. 


This activity should be used as a starting point from which more exploration 
develops. 





Pages 3 through 6 offer activities in number names. Students often have difficulty 
writing numerals, and the calculator provides an easy way to transfer numbers 
into numerals. The calculator’s display is easily erased, thus the student is not 
discouraged by mistakes. Through teacher direction, students begin to associate 
the verbal representation of numbers with the written and symbolic representations. 


These activities also illustrate place value ideas and are especially suitable for use 
with manipulative models of our place value system. For example: 
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Students should be encouraged to explore further, adding on to their numbers until 
they have five-, six-, and seven-digit numbers. You'll find that your students are 
eager to continue their explorations. 





Counting 
Problem Solving 


How Big is 1000? Name 





Keep pressing (=). 
Stop at 100. g 


1) How long did it take to count to 100? 


@) John’s &/ shows 900. Guess how long it will take him to 
count to 1000? 


(3) Try it. Press Q@@ (=) . Keep pressing ©) until you reach 
1000. How long didiijidKe’? (2385 


(4) Guess how long it will take to count from 1 to 1000? ___ 


(5) Count from 1 to 1000. How long did it take? 


Ke CH Count to 1000 
¥ ‘ by 5S. 
Count to 1000 
by 7S. 


Which team will go over 1000 first? Guess. 
Try it. Which team won? 





Place Value 
Naming Numbers 


C1) Press 





Naming Numbers 


Display 


Display 


Display 


Name 





Display 


Display 


Display 


Place Value 
Naming Numbers 


Name Games Name 





(1) Press Display 
4 four 
5 forty-five 





6 four hundred fifty-six 


(2) Press Display 
2 two 
0 twenty 
3 two hundred three 
Display 


two hundred eighty-nine 
eight hundred twenty-nine 





QO®O 


nine hundred twenty-eight 
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Place Value 
Naming Numbers 
Addition 


Sum Check Name 
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Place Value 
Naming Numbers 
Addition 


Place Chase Name 





Check: 329 
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Naming Numbers 


Place Value 





Counting On and Back 





The next time an eager student tips over a bottle of glue in your desk drawer, don’t 
get upset. Just use your calculator to count to 10. Try it! 


All you have to doispress+1==========2= 
Your students also will enjoy counting with their calculators. On the following 


pages, students will be counting on and counting back. They will be counting by 
twos, threes, and fives. Some of the keystroking is shown below. 


+1==... S4Y+1==... 
Counting on by ones Counting on by ones, 
starting at 34 
+5====... 8+5==... 
Counting on by fives Counting on by fives, 
starting at 8 
The keystroking for counting back is just as easy. 
10-1==... 160. 5 a= 
Counting back by ones, Counting back by fives, 
starting at 10 starting at 150 


Counting on and back can be very useful. Students become aware of number 
sequence, and they are better equipped to understand what is happening when 
they add and subtract. Counting back can also be used to introduce negative 
numbers. 


All of the following activities can be extended by you to include other sequences, 
but you'll probably find that your students are eager to continue on their own, 
finding new ways to count on and back. 


Counting On 
Naming Numbers One More Name 


Start at 34. Count by ones. 
ite. ht 
Write each number. 


Start at 195. 
Count by ones. 
195, +, |, =, =,... 





What number is next? 
Add 1 to each number. Write your answer. 


327, tel, = 





@) "327, Oes= 2)-—101,2 10c- 
@) 409, 410 — 4)... 249, -20U 
6) 422, 425_ 6).376, off _ 
@geS10 SU. 99,100 » 
(9) 989, 90 _ 14329; 990 | 


Skip Counting 
Patterns Two by Two Name 






STOrT atta: 
Count by 2s. 







0. +2 


sahiel: every number 
hat you see. 


vA 


a 
1° @)-3=8@)ESa 66) 0% 2 (6 omen 


11 42) 13 G4) 15 Ge 17-48) 19 Go 
21 (2) .23. ey). 25_.26). 27.8) 29.66 
31 62): 33 6y) 35 Ge 37. 68 39. Oo 
UY u3 44 45 46 47 4B 4Y4Q 50 





Are (Arg. any numbers jn this 7 numbers in this 
column (Arg. any numbers jn this 7 






How many columns have circles? 

How many columns have no circles? 

Keep counting by 2s. Which numbers do you see? 
62) 65 VO 77 83.188 91 GH 99100 


OVO 
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Skip Counting F 
Patterns After Five Name 





eee cues number 


Stany dt oO 
that you s 


Count by 5s. 






@ a° 


Tse 4 5G at6 py7 ¢18 <9 GO) 


ied mdGord4 a5) ad6 ad7 -48 e19. 20 
Bie 923 ~24 425) 226 427 -28 «29 30 
31°32 33 ~34 .65) .36 .37 -38 -39 (46 
44 42 43 44 45 46 47 4B YQ 50 


@) What patterns do you see? 


(2) Think of numbers over 100 that will appear on 
your / if you keep counting by 5s. 


Keep counting by 5s. Did you see your numbers? 





(3) Which numbers will you see if you count by 5s? 
Circle your guesses. Check with your £/ . 


135 109 140 iS 151 122 120 
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Skip C ti ‘ 
Batene. Counting On Threes Name 


STOr tT case 

Count by 3s. 
an Fe Bic eer 
Circle ate numb 
that yo ry: Se 





te 1H SS 17) 18) 819.9820 
21)°"22 “23 1 F241 S25: 7826 427) ieee eee 
31 32. °C35)9"34 2835 8 0)2737 2asd aoa 


41 42 43 4 45 46 47 48 %4Y49 50 
(1) What patterns do you see? 


(2) Name two other numbers that you think you will see if 
you continue counting. 


Keep counting by 3s. Did you see your numbers? 





(3) Which of these numbers will yousee? | 
Circle your guesses. Check with your 7. 





100 1S 161 90 


113 
201 93 
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Counting ; : 
Skip Counting Skipping Around Name 


Patterns 
Can VoueStar t Odi .7 
Gna. GOuUN beby os. ? 


Fill in. 
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? That's edsy. 
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Counting Back 


Patterns Counting Backwards name 


Can you make your Sure. I just count 
count like this ? ~ | bdcKwards by ones. 


LO aed, «7, Ose 






Counting Back : 
Patterns Back Again Name 


Stunt asic: 
Count backward 
By c.S* 





GQ) 15-2= = = = = = 


©) 


©) 


©) 


— 
O 
O 
© 
a 
© 
I 
| 
| 
| 
| 
| 


Place Value and Regrouping 





A good understanding of place value is essential for students who are just learning 
about our number system, or just developing computational skills. There are many 
excellent manipulatives that teachers are using to demonstrate place value and 
regrouping, and the calculator may be used to complement these aids. 


Here are several manipulative models that could be used to demonstrate. a problem. 


ou 4 





The activities in this section allow students to experiment with numbers and the 
digits that make up numerals. Through this experimentation, they learn more about 
place value and how digits can represent different values. Students will be adding 
groups of ones, tens, and hundreds on their calculators, watching the displays as 
each new total appears. Students will also be adding 1 to numbers that end in 9, 
and subtracting 1 from numbers that end in 0. The immediate response of the 
calculator helps reinforce what they have already learned with manipulatives. 


The ability of the calculator to flash an instant response is especially effective with 
activities like those on pages 20 and 22. After entering three Qs in the calculator, 
for example, the student adds 1 and immediately sees a display that looks quite 
different—a number that has zeros, and one more digit. You'll find that your 
students react positively to this kind of feedback. 


Extensions of these place value activities can include experiments with multidigit 
numbers that end in 99 or in 999. Students should be encouraged to explore 
the many possibilities. 
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Place Value 


Addition Boxes A-weigh Name 
Regrouping 


10,+, (0, +, l, 4,0, t,1,= 












What do these weigh? 


oO <, 2 
Write your 
answer here. 


ZN L/ 
ay Igo VO 
y 


1) i 
yer cee ae, 10 | a, 
10110 mp a 7 
10] 10 | 10 


= 


® fiolrofol} a 
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addition Weight Watching — Name 


Regrouping 














What do these weigh? 
TY 
MEO sicery (nnd bo ae Newry 
09 00[ ooo] OD 
ay 





Salami. 













TL 
9 (roof) 4 
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Place Value 
Regrouping 
Patterns 





What number comes 
after 29 


: 


The Number After 





Guess what number comes after. 


OPAQOQOWO 


39 
ae, 
2h) 
109 
190 
ike, 
209 
eas 


Pia aa here. 


Write your 


Use your &/ to check. 


Shelian 
She) are] 
J Orel 
LOGE Tost 
Betas 
he rae 7 
Coda 
oh es eet 


Name 
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Bebe Digit Fidget Name 


Patterns 


/ 
I'll check 
by adding l. 





Enter in your Write the number here. 
@) largest three- y 
digit number mln Le De Be | et) P= 


(2) largest four- 
digit number I IT hel 


(3) largest five- 


digit number WGAIFD + -1--= 
(4) largest six- 
digit number PIBGIDS +° 1 = 


(5) largest seven- 
digit number pImk7PGIPGID + .-1 = 


(6) Enter the largest eight-digit number. 
Add one. What do you see? 


20 


Pl Val 
See SaiiG The Number Before Name 


Patterns 






I‘il use my & 
to find ny 








Guess what number Use your &/ to check. 
comes before. 
hom ith kom, 
@) 20 Write your CO gts ~ Write what 
guess here. your £/ shows. 
(2) 80 BN ye si 80-1 = SO 
(3) 100 eoere® 100.= J = eee 
(4) 190 fire ein 190: des gel BO 
(5) 210 eae ARO) a] end ee 
(6) 401 Palins wl 401—-1= 
7) OSes 909 = 1 pie OSs 
100 Openny ateree 2 1000, =4,= 299 
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P| Val 
eetabpin The One Before Natne 


Patterns 


This is the smallest 
two-digit number. 


T'll check by 
subtracting 1. 





Write the number here. 





Enter in your & 


(4) smallest three- .. HOG er are 
digit number 

(2) smallest four- - ANA eee 
digit number 

@) smallestseven- ——— - «+1 «== 
digit number 

(4) smallest six- \OQU0Gs 43 
digit number 

(5) smallest five- JQOQR. a 
digit number 3 

(6) smallest eight- JOQOQOO- 4 = 
digit number 
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Patterns 





The following activities will allow students to use their counting on and counting 
back techniques to develop and build patterns. Some of the problems that the 
student will be doing involve keying in a rule and copying the display as the 
calculator completes the pattern. Other more difficult problems ask the student to 
first discover the rule and then complete the pattern. 


In studying the patterns, students should pay attention to the sequence of 
numbers, always keeping in mind certain questions: How do the numbers change? 
Do they increase or decrease? By how much? Is the change constant? 


After students have learned to ask these questions as they look at a pattern, they 
will be able to find the rules more easily. As students guess different rules, it is 
important that each rule be tested. Emphasize that a rule is correct only if the 
numbers in the display appear in exactly the same sequence as the numbers on 
the paper. 


Some of the activities in this section challenge the student to use what has been 
learned to predict patterns. This particular type of activity requires a good 
understanding of place value. Page 38, for example, explores the patterns that are 
created when the rule is “subtract 100.” Students will find that only one digit in the 
Original number changes as the pattern progresses. 


Number patterns are infinite, and those that are shown in these activities can be 
extended as far as your students’ imaginations. The reaction of your class will help 
you determine which patterns to extend, and how far. But you may find that the 
natural curiosity of your students extends beyond what you expect. 
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Skip Counting 
Patterns Follow the Rule 


Problem Solving 
40:3. 5 cel ee oe 


L-Garaetition 
this pattern. 


Rule: +2 





Till write 
the numbers 
in re blanks. 





Rule: +3 


(5) 90,92,94,° 96) s9BeMIOO OZ) eIOG | 106" 
Rule 
(6) 20,23,26, _<Oe O29) ee 
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Skip Counting 
Patterns Pattern Play Name 


Problem Solving 





OO Oe ee 


ef 
DY 15 iS 5 more Than 10. 
I'll Try +5 das the rule. 


10, 15,20, 25 30 










am _\ 
GOe11, 16; epee spas ee Ge rear meee cnt ors pera Baer terrace reel epee ete ane 
Rule: 5 
-—_ 

geo 900455, 6 we JD, WUO 10D. 1 
Rule: aD 
—_ 

9) 80, 907100, HO... 120150 440) 150 
Rule: +10 


Find the rule. Then complete the pattern. 


Pomme n nba | et he od) / 10 (ek 
RU lOg ee ee 

miinb Rb aan. 15 RS OBC f ho, Bet 
UCR e's) 


Cmiiowin sto. ot) IS’ OlS< 1D, OVD” 
Rules> to 
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P . 
Sha Gaining Match a Rule Name 


Problem Solving 





Draw a line from each rule to its pattern. 
Complete the pattern. 








Rule Pattern 

+9 | Pedi by Ape ies haat tints 
+3 12 DONS De neta =e 

+5 12.1 12242: 

+10 12.14,16, [tome 

+ 100 12,15,18, 2 2 eee 
Rule Pattern 
ae 20, 26, 32, 3 A 4S YE OO 
+4 20, 30,40, Deere 
+5 20, 22,24. <6. wea rune 
+6 20, 25,30, 3), SOs a5") 
+10 20,40;60, .--@0.. 2 Gee 
+ 20 20, 24, 28, 32. 36. a AC 
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Patt 
Skip Counting Pattern Power Name 


Problem Solving 


6,9 12.15, 18 


es 6 aa ee 


15 if 3 more thdn 12. 
I'll try +3 as the rule. 


ey 





GD) ee): Srey ct ee | ae be 2 











Sie Bom IG | cee ef 
Rule To — 





Q@ © © Oe 


75, roo) 9095. 1k WD I) 
Rule: — 








ot 


Patterns 


Problem Solving Two's Target Name. 











Which target will I hit? 
I'll check with my & . 


Start 





Rule 
+2 








Rule = Which target? 


2 G9 @) 
2 GCs) 
2 
2 (@) @) 
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G ting Back 
Sa Back to Patterns Nari 


Problem Solving 
toxencmnetwe’ O.., 






I can finish 
+8 










| write the 
mbers in 


1% 
nu 
The blanks. 


ws 


mp, 
4) 14, 12, 10, 
osm B, 


(2) Fibiets; 11; 


=A 
CB) ataisielS 1:2 
[Rule: | 


Find the rule. Then complete the pattern. 











 m_\ 
(4) 24, 20, 16, 
nil Sis ae 


-_ 
(5) 19, 16, 13, 
Bilegwe 








=A 
(meen 21.2, 
alle: than A 





—————————— 
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Patterns 
Counting Back 


Problem Solving 
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What a Match! 


Name 





Draw a line from each rule fo its pattern. 


Complete the pattern. 


Rule Pattern 

me. 20, 17, 14, 
re 201 Sx OF 
—4 20, 10, 0, 
ay 20, 18, 16, 
=i 10 20M. 1c 
Rule Pattern 

=! 100, 96, 92, 
3 100, 90, 80, 
—4 100, 98, 96, 
2: 100, 95, 90, 
11.0 100, 80, 60, 
20 100, 97, 94, 





[4 





(ol 


Patt 
einnag Back What's My Rule? Name 


Problem Solving 


CF, 


Las 


ay 

i 
615 2 more Thdn ie. 
I'll try -2 as the rule. 





Complete the patterns. Use your é/ . 


PH OS 
Rule: 


, 19, 








Jtmnara=—————ee | A SSS 





i 
35; , 29, 26, 


Rule: 











50: 
Rule: 








—————— 1) a ke 


TAS, 
Rule: 


ee eee DO, 

















100, 
Rule: 


, 80, 70, 60, 





100, 
Rule: 


, 85, 80, 








jp 





] 


Ox ES S25 G2 OY So 
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Patterns 


Problem Solving Which One? Name _: 


Which target will 
Lite’. Licneck 
with my é. 





Which target will you hit? 


m—~ 


GP Cate “b 


: q we 
Start Rule | Which Target? Guess ¢/ Check 


@ 2 -2 (4) (@) —+ 
as - GG) — 
an 2 @)@) 22g, 
om -2 ()@) —— 
Iss: @@—=h 
S 


©1554 = 431) Gp ee db: 
oe 
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Patterns 
Skip Counting Rule Rally Name 


Problem Solving 





Find each rule. Use your &/ to complete the pattern. 
4 





G5, 9813.-1-74 

















Rule: ct 
= 

(2) 80, 70, 60, 50, AMES. at 
Rule: 
coms 

(3) 9, 18, 27, 36, eee: eee 
Rule ae tr 
ae, 

(4) 64, 56, 48, 4O, Bee S . 231... 
rie] (Eis pede © aE 

(5) 14,31, 48, 65, jes be Rm 69 
Rule wget [io6 

(6) 42,35, 28, 21, pp ce 5 at 
sillich. ant See 

(7) 99, 198, 297, 396, PS... OST . 





Rule: too 
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Patterns 


Skip Counting Rule Roll Name 


Problem Solving 





Find each rule. Use your é/ to complete the pattern. 


1) 6, rOesioe 


Rule: _*et 


Maks. 











] 


erp, 
(NSE p43". 40, 45 


Rule: > ee 











| 
40, , 20, 15, 


Rule: ._¥vY 3 

















27, Bs ea Ne) 
Rule: —¥v_ 


2A oie. 
Rule: tiv _ 


71, 





SS a 








O: 
Rule: 225554 


,, |G, 240; 











Seo Om Om Caw 


18, A2, 9; 
Rule: 2 ae 
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Patterns 


Problem Solving 


Which target will you hit? 





ap a 
Start Rule Which target? Guess 
yea tk SED (24) iis 
(ni 8 +10 2e) 
® 16 +10 we 36. 
Aye 25| +10 (60) (55) obey. ~ 85. 
Say) Sate fee  -|g0. 
\ G) 86) 40 em 126. 
@@ 100 +10 (98) (98) Go) 422 200. 
3@® 110 +10 ) (150) 4150- 
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Patterns 


Problem Solving Hunting Hundreds Name - 


~ 1] ; 










Which target? 


20 +100 (ey 220 
35 +100 38) 600) foe)” Be, 
+100 (au) £38) ARH 
+100 {92} SOG 
+100 ep. ie 
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Patt 
Proplein Solving Taking Tens Name 


ea 
ce sete clsal oe Fis 
‘a eal rete ae come “ YZ >, 


= 4) 


a iohe 












WA, 
ie 





Which target will you hit? Se 






~ Start Rule Whichtarget? Guess 


BBemee=10 we 
Somat —10 yeas 
lO seas) nem 
81-10 (11) serpent. 
76-10 (17) bey a= SHESG" 
BOs 10 Gps anr20" 
sere Sale Gye aes” 
sy -10 (24) we). agree 


? 
— YY 
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Patt : | 
piibien: Solding Hundreds’ Hunch — Name 


420,—, 100, =, =,.-:- 









Start Which target? 












@ 429 —-100 eae 
@ 364 —-100 bape 
@ 590 -100 ae) 
~100 Rees 
~100 («17) (1) Vite 
~100 ae 
~100 (2) (148) 1 prea! 
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Place Value and Problem Solving 


One of the best ways to test your students’ understanding of a concept is to ask 
them to apply their knowledge creatively to new and unusual situations. Problem 
solving gives students this kind of opportunity, and it is often the best way to 
reinforce concepts and skills. The activities in this section give students the chance 
to use their understanding of place value concepts to solve problems. At the same 
time, they develop problem solving strategies that will be invaluable to them 
throughout their education. 


How would yOu 
change the 
4 103? 





The activities in this section use similar formats: a starting number is entered in the 
calculator and students are directed to change one of the digits through addition or 
subtraction. After entering 849, for example, students may be instructed to change 
the 4 to a 3. Different problem solving strategies may develop, but students will 
have to ask certain questions before coming up with an effective strategy— What is 
the place value of the digit that I want to change? Dol add or subtract? What 
numbers could I try? In the above example, students might reason that the tens’ 
digit needs to be “less,” so they may try subtracting various numbers. After some 
practice, students will be able to reason that 10 is the number to subtract. 


The value of these activities lies in the discussions that will evolve as different 
strategies are tested. It is important that you elicit from your students the various 
techniques that they are using, and that you direct their creative thought. With 
careful supervision, these activities will provide a good foundation for more difficult 
problem solving. 
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ee a a 


Place Value 


Addition and Subtraction Finding the Right Place Name 
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Place Value 


Addition and Subtraction Number Tricks Name 


,o fola 


@| hundreds | tens | ones _ 
+ 





re 





7p 387 





ay 


Place Value 


Addition and Subtraction Digit Digest Name: 
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Place Value “ve 4 ‘ 
Subtraction Digit Disguise Name 


Problem Solving 


Enter Change to 0. Press Answer 
faeeerna 8 a (0 








Enter | Change to0 Press Answer 
G47 7 Ss Ga i ASIP Ss 
(2) 81 1 oe ones eo one 
(3) 24 4 se A Toe ae 
4) 138 3 eee pe eS 
6) 389 8 sae ON 2s, 
©) 206 6 ee eee 
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Place Value 
Subtraction 
Problem Solving 


O1,Q © © YO 


> 
> 








Nh 


Netting Numbers Name. 





Students enter a start number, then look under the Change column to see which digit to change. In 
the example above, the 5 should be changed to a 3. To accomplish this, students must first 
determine the place value of 5, the number that needs to be subtracted, and the proper keying 


sequence. 


This page may be used as a teacher-directed activity, with students suggesting numbers to 
subtract. Such a trial-and-error approach will help students recognize the importance of place 


value. 


Enter 


73 


86 


ao 


Su 


780 


973 


Change 


Feqtoies 


8 to 1 


SiO 2 


1toO 


7to5 


7toO 


Press Answer 


ei ec Com 


Place Value 
Addition 


Problem Solving 





Enter 


Oa ,e 72 7S go 


64 


64 


21 


347 


347 


785 


Numeral Magic 


Change 
5 to9 


Change 


6to8 


Uto9 


2to6 


3to 7 


4io8g 


7to9 





Press 
+ 


Se) 


Press 


LO 


Name 





Answer 
396 


Answer 
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Place Value 
Addition and Subtraction More or Less Name 


Problem Solving 





te eee To make a digit 


less, 1-6Up77r ace 






TY: 





Enter | Change Press Answer 


14 1109 “hin SOO aeecoms 
56 5 to 2 a Eee 


73 3108 a ee 


145 4Uto3 ES ee 


@) 
@) 
@ 
@ 773 7d c= 
6) 
© 


145 1to5 Fes. Le eee 


Skip Counting 


Students will find that the following activities require an understanding of the 
calculator, an understanding of place value, and some problem solving strategies. 


Since students will be using their calculators to skip count, it is important that they 
understand what is happening as they count. When counting by fives, for example, 
the student will enter + 5 = = =... ; itis essential that he realize that each time 
he presses ©) , another five is added. Page 48 provides not only practice in skip 
counting, preparing students for other related activities in this section, but also 
provides readiness for developing multiplication through repeated addition. 





The activities that involve skip counting by tens or by hundreds place an extra 
emphasis on place value. Students should be aware of what digit, or digits, change 
as ©) is pressed. 


Some of the pages offer additional challenge in that the student is required to 
guess the answer first, then find the answer on the calculator. All of the activities, 
however, can be extended or altered to suit the individual needs and abilities of 
your students. 
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Counting On Skip Counting Name 






48 


Count by twos, 


fives and tens. 






How many times 
do you press ©? 






Enter Whatnumber Count the@) 
+2 onthe g/ ? 
2 ot ACE 
BY 2. och Ft § pee ie 


I counted by e2@S__. 
I pressed @ _5~ times 
and got__-_ on my £7. 





Enter Whatnumber Countthe@) Enter Whatnumber Count the@) 
+5 — onthe &/ ? +10 onthe & ? 
S88 See aE 





I counted by _~~ . I counted by 





I pressed © ___ times I pressed ©) _—_ times 
and got____ on my &/ and got__—_ on my &/. 


Counting O ‘ 
honey ° Coin Count Name 





pisPiay Number of 5s 


There must be 
5 nickels in 25¢. 






How sus hickels 
25¢ 2 


One nickel 
iS 5¢, So TI| 
count Dya5S.. 


y) Ww vu 





How many nickels in 






































10¢ nickels 

35¢ nickels 
100¢ nickels 
135¢ nickels 

95¢ nickels 
105¢ __s nickels 

U5¢ nickels 

How many quarters in 

50¢ quarters 
125¢ quarters 
175¢ quarters 
300¢ quarters 
4O0¢ quarters 
500¢ quarters 
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Counting On 


Money Money Madness Name 





How many $10 in 
$40 oe 
$60 eS ee 
$100 aK 
$70 ee ee 
$200 oN 


Can you answer these without your £/ ? 


How many $10 in 900? __ 


How many $10 in $1000? Enter +,1000, =,=,... 








How many $1000 in 
$2000 a 
$3000 3 ee 
$5000 a ee 
$10,000 
$15,000 ee 


Try these without your £7 . 
How many $1000 in $100,000? 
How many $1000 in $200,000? 
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Counting by Tens 


Place Value Skipping by Tens Name 


d tens to this number. How many tens to 
Faw, mony fen, 
43 









I pressed ©) 
4u Times, SO 
I added 4 tens. 





How many tens will you add to hit the target? 


Enter Target How many tens? 
Guess Check 


@ 3 (43) 
@ 5 (25) 
® 10 
@ 12 (32) 
® 15 
© 50 
@ 100 
(8) 100 
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Counting by Ones and Tens 


Place Value Ones to Tens Name 





How many ones will you add to hit the target? 
How many tens? 


Enter Target Guess Check 
4) 6+1 How many ones?) ___ -- ___€O0.__ 
Syarenne How many tens? 
1Ctaa How many ones? 
18 + 10 How many tens? 
oO mea How many ones? 
20-51,0 How many tens? 


@ 
@) 
(4) 100+ 1 600 How many ones? 
) 


100 + 10 How many tens? 
83 +1 How many ones? 
83 + 10 How many tens? 
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Counting by Hundreds 










Place Value How Many Hundreds? Name 
Add hundreds to this number. 
How many hundreds to oD CBF 005%, 5 
tithe tange tr? “hs 2 
Ao wy, I pressed (=) 2 times, 
O So J added 2 hundreds. 
| LE? 
(Jo 









How many hundreds will you add to hit the target? 


Enter Target How many hundreds? 
Guess &/ Check 


QD 8 
Qe, 123 623) 
6) 49 
(4) 54 654) 
(5) 98 898 
(6) 125 725) 
@) 300 
220 (422) 
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Counting by Tens and Hundreds 
eocelvalue Tens to Hundreds —Name 


34, +, 10, =, =, -:- 


I added 20 tens to 
hit the target. 





How many tens will you add to hit the target? 
How many hundreds? 

Enter Target Guess Check 
@) 42+ 10 (ou) How many tens? a = ERS. 


42+ 100 How many hundreds? ___ a Oe 


@) 12"670 
12 + 100 


How many tens? —— Ey an © 
How many hundreds? —_—_ ac 


@ 25+ 10 
25 + 100 


How many tens? —— Aas 
How many hundreds? _____ = 


42 + 100 How many hundreds? ____ o_o ln 


(5) 150 + 10 
150 + 100 
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How many tens? eee I 


(4) yo + 10 62) How many tens? aoe ADs 


How many hundreds? ___ af Gi. 


Counting Back by Tens 
Place Value Tens Total Name 








How many tens t 
Subiracretens hit the target ff ; 
eat Caietde: 


How many tens will you subtract to hit the target? 


Enter Target How many tens? 
Guess Check 


yor (3) 
@) 36 (6) 
@® 7 
@ 84 6u) 
6 90 
© 7 S) 
@ 36 (6) 
79 
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Counting Back by Hundred ‘ 
Place Vale cule Totaling Hundreds — Name 










I pressed (=) 2 times 
So I subtracted 2 
hundreds. 






How many hundreds will you subtract to hit the target? 


Enter Target How many hundreds? 
Guess Check 


mets (15) aya ee 
(2) 238 2 an 
(3) 297 2: 0 
@ 400 Gait? | a 
6) 534 (34) feos 
(6) 729 mn 
@) 906 2, 
1461 ge 
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Counting Back by Tens and Hundreds 
Place Value Two-way Targets Name 






3u 1G ubtracted 2 ggeielcsee 
ToOsniie the target. 


fy ba 


ZNO Baek Ny 


8 
wa gens 
NA oe Hh | 


Ge ll 







I subtracted 20 tens) |234 - 10 
to hit the target. 







How many tens will you subtract to hit the target? 
How many hundreds? 


Enter Target Guess Check 


G)" 160 — 10 How many tens? et IN 


160 — 100 How many hundreds? _____ ae iS 


(2) 191-10 How many tens? ea een Le 
Os == OO How many hundreds? _—____ oe aes 
(B)e322%—10 How many tens? ee eet ASE: 
32258 100 (23 How many hundreds? ____ eek Sa 
(45500) 10 How many tens? See ape AS 
900 — 100 How many hundreds? _____ a oe 
(5) 843 — 10 Gug How many tens? Ee eee Ben SIE 
843 — 100 How many hundreds? ___ js 


o7 
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